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Development a paper test focusing on game planning ability of invasion games 
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Abstract: Recently, the PE classes focused on the game planning by children are increasing. And with this, 
the development of methods to grasp the children’s game planning ability is required for instruction according 
to the actual state of children.
erefore, the purpose of this study was to create a paper test to evaluate children’s game planning ability, and 
to understand the actual state of game planning ability of 6th graders. A total of 4 tests were conducted for 6th 
graders, and an 8-hour ag football class unit was conducted between the 3rd and 4th tests. We analyzed the test 
answer sheets of 93 children and examined changes in the student’s game planning ability before and aer the 
class unit.
e main results are as follows.
1. e quantitative ability of children’s game planning is improved by repeating tests or taking a ag football 
unit.
2. e qualitative ability of children’s game planning does not change with repeated tests. However, taking the 
ag football unit improved your qualitative ability.
3. e test was able to conrm changes in both quantitative and qualitative abilities before and aer the ag 
football class unit, the test could be used as an evaluation in elementary school physical education classes.



















































































































































































































































































ンゲームのコートの大きさは，横を 15 m，縦を 18 m
とし，分割している各部分の縦の長さは，攻撃開始エ
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